Linear Interpolation - Alpha Blender _

m Alpha Blender, used in graphics and video for
pixel blending
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m  Definition: Z=Aa + B(1-a), range of a is [0,1]
A and B are “blended” together; a represents the
“coverage” of A.

= Ifa=0; Z=B
« Ifa=1; Z=A
= IfO<a<1l; Z =blend A & B with ratio defined by a
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Alpha Blender: Architecture 0

m /Z=AqQ+ B(l'a)
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Alpha Blender: Architecture 1

m Z=A0c-Ba+B
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Alpha Blender: Architecture 2

m Z=(A-B)a+B
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Alpha Blender: Architecture 3

m Becausea and (1 - a) are highly correlated,
another architecture exists.

m /Z=Aq+ B*(~G) + B*2-0_width
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| | (@[2]?A:B)<<1)+
| | (@21?A:B)<<2)+

One Carry | | ((@[31?A:B)<<3)+
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| | ((a[a_msb]? A:B) << a_msb)
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Alpha Blender: Architecture 4

m gfxBlend() built in MC function

m See also
o (gfxBit()
e gfxLogicop()
o gfxShift()
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